



























Now that you've ordered your dice all well and good, I have an 
odd request to make of you. My forge's been infested! 
Clanking metal monstrosities have begun spewing forth from 
my primary forge, and it's put a serious damper on my 
production schedule! To protect the heart of iron and fire that 
forged your dice, I need only a few brave adventurers to burn 
out whatever has taken ahold of my forge! Directions have 
been enclosed 


This adventure is designed to be a one-shot standalone 
dungeon crawl, but it can also easily be included into a larger 
narrative campaign. 

If run as a one-shot, the PCs are customers of SkullSplitter 
dice who’ve answered Andrar’s plea for aid that was included 
with their last order. 


Background 

The ancient forge of the SkullSplitter clan is dug deeply into 
the Hedron Volcanic Ridge where they cast and perfect the 
Hedral dice, renowned for their purity of metal, and true 
randomness of roll The SkullSplitters could have built their 
empire nowhere else, for rivers of molten metal flow out from 
deep below the Hedron Ridge. Burning veins of liquid iron 
and nickel pump endlessly from the deep, veins that the 
SkullSplitters say lead all the way to the living metal heart of 
the world. 

For millennia the SkullSplitters have built their dice empire 
here, and until a few weeks ago, the most serious threats 
they’d faced had been the odd cave ogre or unreliable postal 
carrier. Three weeks ago, a primal fire elemental named 
Mezzol was swept up in the liquid metal flow from the depths 
of the world. She was unable to slow her ascent as her fiery 
form was enveloped in pure metals that clung to her and 
refused to boil away. After a week of thrashing confusion, the 
metal river has washed her ashore within the SkullSplitter 
forge, lost and furious. Mezzol is trapped within a 
nightmarish metal shell that cools and solidifies anew as fast 
as she can melt it away. As a primal fire elemental, the gouts 
of flame that have broken off her have a life all their own, and 
these newly created metal-coated fire elementals have run 
rampant through the forge. 

Mezzol’s arrival demolished one of the casting rooms, and 
her “slags” have run rampant throughout the primary forge. 
The current SkullSplitter forgemaster is desperate, Andrar 
has only led the forge for barely 100 years and he’s already 
suffered a cataclysmic disaster. All his forge brothers and 
employees have either barely returned from the primary forge 
alive or refused to venture in. Andrar was forced to seal off 
the primary forge and rely only on the secondary forges, 
which is going to slow down future dice orders! Andrar has 
an untapped resource though, his customers! If none at the 
forge can handle these metallic fiends, then surely some of 
his most loyal customers are up to the challenge. 


If run as part of a larger campaign, Andrar has canvassed the 
town (or any other convenient location in your campaign) 
with fliers imploring capable adventurers to save his forge 
and promising a substantial reward if successful 

In either case, read or paraphrase the following as the 
adventure begins: 

Several frantic gnomes usher you in through the unassuming 
door nestled at the mountain's base. You're led into what 
seems like a showroom, albeit a chaotic one. Display cases 
filled with dice and prominent signs declaring sales and deals 
are intermingled with smithing equipment and tools that are 
staining the fancy carpets. The room is a hive of activity as 
dwarves and gnomes hustle through, seemingly displaced 
from their routine. At the center of the chaos stands a one- 
eyed dwarf with a short white beard, his shouted orders 
barely coordinating the throng of scattered workers. 

As the dwarf turns and spots you, he gasps with exacerbated 
relief and shakes your hand saying, “Finally! You lot must 
have gotten my message! Welcome to the Skullsplitter forge! 
If only it were in a right state I could give you the tour! But I'll 
get straight to business, something's mucking up my primary 
forge and I need it exterminated pronto. None of these bald- 
chins can handle it and I'm offering one thousand gold pieces 
and a set of freshly forged Skullsplitter originals to each's 
brave enough to go in and burn it out, sound square?" 
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Andrar's Forge 


Assuming the PCs take Andrar’s offer, he’ll lead them down a 
significantly more industrial pathway from the showroom. It 
ends in a massive steel door that seems to have been hastily 
boarded up and blockaded, though as the PCs enter several 
dwarves are quickly disassembling the barricades. 

Andrar and the other dwarves will answer any questions the 
PCs have to the best of their abilities. They know what should 
be in each area, but in the 2 weeks the forge has been locked 
things have certainly gone amiss. They know there are metal 
monsters, but little else. 

Shortly after the PCs arrive, the dwarves will finish opening 
the forge doors, and begin a 200-foot descent and arrive in 
area ”1" of the Andrar’s Forge map, refer to the map above: 

Andrar’s Forge is a magical and unique location, and each 
area within it has the following qualities: 

Shimmering Light 

Light magically refracts off the metal rivers and fills the 
entire forge with shimmering silvery light. Every area of the 
forge is filled with dim light, so long as at least one door 
remains open to an area containing a metal river. Otherwise 
each area is unlit and filled with darkness. 


Metal Rivers 

The dark grey areas of the map are molten rivers of iron and 
nickel that are approximately 15 feet deep and incredibly hot. 
Any creature that starts their turn above these rivers (such as 
on the bridges that cross them) or within 5 feet of the molten 
metal takes ld4 fire damage. 

Any creature that is submerged in the metal takes 5dl0 fire 
damage and will take an additional 5dl0 fire damage at the 
start of each of their turns until they are submerged in water, 
are dealt cold damage, or ld6 rounds have passed Creatures 
coated in metal in any of these ways indefinitely gain the 
“Metal Coating” condition. 

A _L 

Metal Coating 

Creatures who are plunged into molten metal and 
survive gain a gleaming metal shell that covers 
their burns. Creatures with this condition gain a +2 
bonus to their AC but their movement speed is 
reduced by half. This condition can be removed 
with a successful DC 20 Wisdom (Medicine) check 
and 1 hour worth of delicate work. Failed attempts 
instead inflict 1 d6 slashing damage. 
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The entire forge feels like an oven and extended time here 
will not be restful Creatures must make a DC 14 
Constitution saving throw at the end of each hour here or 
gain one level of exhaustion. Creatures who are wearing no 
armor, creatures naturally adapted to hot climates, or those 
with resistance or immunity to fire damage automatically 
succeed on the saving throw 

Area i : Entryway 


Several loading carts sit empty in the corners of this 
chamber, a cracked obsidian sphere floats 3 feet off the floor 
in front of a gnome-sized desk covered in glowing runes and 
several gnome-sized chairs. A spilled coffee mug with a 
chipper gnomish phrase has sprouted mold on the desk. A 
doorway leads into a larger room to the northeast (area 2) 
and the southwestern wall is flanked by two doors at its 
northern (area 3a) and southern (area 3b) ends. 


The massive stairway winds up towards the ground-level 
storeroom at the southeastern end of this small passage, a 
single door is barred shut to the northwest (area 2). When the 
PCs first arrive here, read or paraphrase the following: 

You reach the bottom of the stairs to a pitch-black room. A 
single barred door lies ahead of you, deep gouges and burn 
marks mar the stonework at the door's edge, as if something 
was trying to claw its way through when the door was shut. 

The door is barred, not locked, and the PCs can easily unbar 
it. Try to put emphasis on the ominous marks surrounding 
the door. 

Once the PCs unbar the door, read or paraphrase the 
following: 

A flood of shimmering silver light fills the room as the door 
creaks open, illuminating this dark chamber as if by magic. 
The light dances as if reflecting off of ocean waves, and it 
seems brighter further in... 


The obsidian sphere is essentially a runic computer that 
controls the teleportation circles in areas 3a and 3b, though it 
is now damaged, and its functionality is severely reduced. 
Creatures can attempt Intelligence (Arcana) checks to 
investigate the arcane device and will discern the following 
information based on their results: 

• 5 or Higher: The sphere is some sort of control device, 
but it seems damaged. 

• 10 or Higher: They seem to be linked to two teleportation 
circles. 

• 15 or Higher: You think you know how to activate the 
device, though you think each circle will only activate one 
more time before powering down, and there’s something 
ready to teleport back here at both circles. Once a 
creature learns how to activate the device, they can return 
the contents of either teleportation circle as a bonus 
action. 

• 20 or Higher: Whatever was sent in the northern circle 
(area 3a) has been locked in transit intentionally, 
somebody trapped something on purpose. 


Area 2: Packaging 

Countless overturned chests litter this room, their dice 
contents salvaged in the rush to escape the forge. A door to 
the southeast hangs open (area 1), and a door to the 
southwest (area 3) and another door to the northeast (area 4) 
remain closed. A hallway leads towards the northwest and 
the silvery light that pervades this place seems particularly 
bright down that hall 

3 Slags (page_8) are chittering amongst the emptied chests 
and will attack the PCs once they enter this chamber, they 
fight until killed 


The runes are written in Gnomish, creatures who can’t read 
Gnomish make this arcana check at disadvantage. 

Area 3A: Outgoing Portal 

A 10-foot wide magical circle dominates the floor of this 
small room and it’s blinking ominously red A cheery 
cartoonish gnome is emblazoned on the southwestern wall 
along with the phrase “Stay safe! Keep your hands and feet 
inside the circle while active” written in Gnomish and 
repeated in Dwarven. A cleanly bisected half of a Slag’s 
“shell” sits amidst a wide burn mark close to the doorway at 
the northeast (area 3). 


Desperately as the forge workers escaped a clever delivery 
gnome tricked a horde of slags into the teleportation circle 
here and locked them in transit. If the obsidian sphere in area 
3 is used to return the locked contents of this teleportation 
circle, 5 Slags (pag e 8) emerge from the circle and surge into 
area 3 to attack the PCs, they fight until killed 
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A 10-foot wide magical circle dominates the floor of this 
small room and it’s glowing a steady blue. A cheery 
cartoonish dwarf is emblazoned on the southwestern wall 
along with the phrase “Stay clear when loading and 
unloading! We strive for an accident-free workplace!” written 
in Gnomish and repeated in Dwarven. A doorway leads to the 
northeast (area 3). 

Several sets of Hedral dice were set to arrive here for testing 
in area 7 from the secondary forge. The circle is still active 
and ready to send them. If the obsidian sphere in area 3 is 
used to teleport the contents of this teleportation circle, 6 
sets of Hedral Dice (pag e 6) in a small shipping container 
appear within the circle. 

Area 4: Marketing Wing 

Ransacked gnome-sized desks and chairs litter the room 
amongst countless scattered papers covered in dense 
statistical jargon written in Gnomish. A large water jug 
containing 60 gallons of clean water is one of the only 
features here not torn asunder. Directly in front of the jug is a 
slag that seems immobile and half-melted to the floor. 

A spigot on the jug can be turned to produce a water stream 
from the jug at a rate of 1 gallon per minute. The jug weighs 
500 pounds when full 

A single doorway leads to the southwest (area 2). 

A DC 15 Intelligence (Investigation) check through the 
wreckage here will reveal a hidden stash within one of the 
ruined desks. It contains a bottle of whisky worth 15 gp, a 
well-aged bottle of brandy worth 25 gp, and a Potion of 
Greater Healing. 


Area 6: Privy 

Half a copy of a farming almanac hangs on a hook next to a 
flimsy seat that occupies this small privy. 

If a PC decides to investigate this room, they’ll notice the lack 
of unpleasant smells commonly associated with privies 
everywhere. With a DC 12 Intelligence (Investigation) or 
Wisdom (Perception) check, they will discover that the flimsy 
privy seat has been placed over what seems to be a 
bottomless pit. 

The pit is 5 feet wide and over 300 feet deep, which leads 
into the underdark and a Drider coven that has been getting 
increasingly upset about the sewage that sporadically rains 
from their ceiling. Exploring the underdark goes beyond the 
breadth of this adventure but consider it a potential launching 
point should you chose to turn this short adventure into a 
longer campaign. 

Area 7: Quality Assurance 

This circular room is dominated by a 5-foot wide pool of 
opaque blue liquid at its center. Piles of scattered dice around 
the room appear to be “rejects”, and many appear cracked or 
tarnished. Several of the rejected dice are floating in the blue 
liquid, and they appear to float back up to show the same face 
no matter how they’re agitated. 

A hallway leads to the southeast (area 5), another hallway 
leads out to the northeast (area 8), and yet another hallway 
leads into a chamber to the southwest (area 10) and has a 
flight of stairs branching off to the northwest (area 9). 


Area 5: Nickel Bridge 

This stone bridge stretches just 10 feet above the river of 
molten nickel The bridge is awash with the shimmering 
silvery light made even more hazy by the intense heat 
distortion of the air around it. See “Metal Rivers” (pag e 3) for 
details about the heat’s effects. The bridge stretches from the 
southeastern side (area 2) to the northwestern side (area 7) 
and a small iron door (area 6) leads southwest just past the 
northwestern side of the bridge. 

Creatures brave, foolhardy, or fireproof enough to remain on 
the bridge and make a Wisdom (Perception) check of 15 or 
higher will spot a tendril of the Slag Squid (pag e 9) off in the 
distance to the west. 


The blue liquid at the center detects as magical with a faint 
abjuration aura. It is filled with 300 gallons of “Heavy Water”. 

A gallon of “Heavy Water” weighs about 80 pounds 
(approximately 10 times heavier than water). 

Heavy water is far more potent than normal water, and any 
creature that would make a check or saving throw due to 
being splashed with water makes that check or saving throw 
at disadvantage if splashed with “Heavy Water”. 
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Area 8: Enchanting Rooms 

This hallway’s northeastern side leads to a dead drop just 5 
feet above the molten nickel river. Across the river rubble and 
ruin clearly mark where further reaches of the forge once 
stood 4 Doors line the northeastern wall and open into small 
chambers lined with dwarven runes and arcane markings. 

These are the rooms in which the Hedral dice were made 
magical by accomplished SkullSplitter runesmiths. The first 
3 rooms were successfully cleared of valuables when the 
forge was evacuated but the northeastern chamber is 
precariously close to the molten river now due to the 
extensive damage. 

The door to this 4th chamber is locked, DC 15 Dexterity 
(Sleight of Hand) and any creature taking the time to unlock 
it is subject to the extreme heat of the molten river. 

The 4th chamber contains 600 gp worth of fine enchanting 
supplies and tools. 



Hedral Dice 

Wonderous Item , rare (requires attunement) 

These gleaming metal dice shimmer with luck and 
endless possibilities. 

This dice set includes a d4, a d6, a d8, 2 dl Os, a 
dl 2, and a d20. Each die holds a single charge. 
While making any kind of roll while carrying these 
dice, you may choose to expend the charge of a 
matching die to reroll it after seeing the result but 
before knowing its outcome. For example, you 
would expend the charge of the d6 to reroll a d6. 
Once the charges of each die in the set have been 
expended, the set will begin recharging and will 
restore all expended charges 1 week later. 

Beyond their magical properties, hedral dice can be 
used normally as a dice gaming set. 
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Area io: Number Chiseling 


Area 9: Blank Storage 

This elbow shaped hallway is lined with 3 doors along its 
northwestern side and 4 doors along its north eastern side. It 
also has 4 stairways all leading into a large chamber along its 
southeastern and southwestern sides. Countless blank dice 
have been scattered along this hallway and they spill out 
down the stairways into the chamber beyond 


Each of the doorways leads to a small storage room that had 
once each held the “blanks” of each type of die, starting with 
the d4s at the westernmost room, and d20s at the 
southeasternmost room. All these rooms have been 
ransacked and their contents have spilled outward into area 
10 except for the westernmost room containing the blank 
d4s. 

The westernmost chamber contains thousands of blank d4s, 
which can be used as caltrops. If the PCs are so inclined, 200 
“bags worth” of caltrops are there for the taking within this 
chamber. 
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This entire chamber is filled with a 5-foot deep layer of blank 
dice, dwarven desks sit like rafts atop this lake of dice 
amongst tiny scattered tools and smashed jeweler's glasses. 
This leaves only a 5-foot gap of clearance to the relatively 
high dwarven ceiling. 4 stairwells lead up around the 
northwestern to north eastern sides (area 9) and an alcove to 
the northwest houses a door leading west (area 13) and a 
door to the northeast (area 11). 

Creatures with a natural climb speed can “burrow” their way 
through the dice without issue. 

Other creatures can “wade” through the dice or clamber over 
them, when doing so the dice count as difficult terrain. 

6 Slags have been burrowing their way through the dice in 
this room and are benefiting from total cover. If a slag moves 
during their turn, they benefit from half-cover instead until 
the beginning of their next turn. The slags will attack the PCs 
and will fight until killed. 

These dice represent an unintended strategic benefit to the 
slags, but they are decidedly unintelligent and can easily be 
lured out of them. 

Area i l: Reject Disposal 

A couple overturned wheelbarrows sit scorched within this 
sweltering room adjacent to the molten river. A peeling 
picture of a cheerful dwarf missing a hand on the 
northwestern wall reminds, “Be extra careful around the 
river! Careless hands are easily melted off!” written in 
Dwarven and repeated in Gnomish. A short set of stairs leads 
to a doorway at the northwest corner (area 10), a sturdy iron 
lock DC 25 Dexterity (Sleight of Hand) hangs from the door 
to the northeast (area 12), and a similar lock looks weathered 
by the heat DC 15 Dexterity (Sleight of Hand) around the 
Tiver side leading to the northwest (area 12), though 
attempting that lock means braving the heat of the river. 












Area 12: 

Forgemaster’s Office 

This office space is dominated by an ornate iron desk strewn 
with financial papers and smithing notes. An impressive iron 
handle hangs off a hook on the northeastern wall (the 
emergency override crank to area 16) and a golden quill pen 
worth 300 gp sits on the desk. 

A doorway leads to the southeast and another doorway leads 
to the southwest (both lead to area 11). 

Area 13: Iron Bridge 



Area 16: 

Emergency Control 

A large mechanism dominates the eastern wall of this room, 
with countless heavy metal gears connected to a central 
mechanism with an empty slot. A doorway to the south (area 
14) is the only other feature of this utilitarian chamber. 

This mechanism is a failsafe that slams the iron doors to the 
crucible (area 17) to protect the rest of the forge in the case 
of a molten river surge. It can only be opened by inserting 
and turning the emergency override crank found in area 12. 



This stone bridge stretches just 15 feet above the river of 
molten iron. The bridge is awash with the shimmering silvery 
light made even more hazy by the intense heat distortion of 
the air around it. See “Metal Rivers” (p_age_3) for details about 
the heat’s effects. 

The bridge stretches from the eastern side (area 10) and 
down a flight of stairs on the western side (area 14). 

Confused and angry, the Slag Squid is lurking within the 
molten river below the bridge and will attack any creature 
that attempts to cross the bridge and fights until killed or all 
the intruding creatures are literally out of its reach. 

Area 14: Design Room 

A central column of this room depicts the history of the 
Skullsplitters, their discovery of the forge and the growth of 
their triumphant dice business. Designs for new cuts and 
styles of die are scattered in disarray amongst smashed 
tables and deep scrapes and burn marks in the stone floors 
and walls. 

A set of iron double doors sits at the northern wall with no 
obvious method to open them (can only be opened using the 
override in area 16). A stairway leads up to the east (area 13), 
an alcove to the west contains a doorway to the north (area 
16) and a doorway to the south (area 15). A sizable alcove to 
the southeast contains a couple of very lived-in looking cots 
and another doorway leading west (area 15). 

Area 15: Mold Crafting 
Room 


Area 17: The Crucible 

This room was used to carefully draw molten iron directly 
from the river to pour into the die molds. The northern wall 
has been demolished and waves of molten iron lap against 
the stone floor like ocean waves. A set of mechanical iron 
doors opens to the south (area 14). 

When the PCs first enter this room, read or paraphrase the 
following: 

The terrible screech of grinding metal fills your ears and 
pinpoints of white-hot light fill your eyes. The beached beast 
has a heart of fire, and its writhing metal prison sprays 
molten droplets and hardens into massive cleaving shards. 
The flames take notice, and a great metallic tendril lashes 
out, half-reaction, half-anguished and murderous intent. 

Mozzal, the Iron-Wrought resides half within this room and 
half submerged within the molten iron river. Mozzal will 
attack any creature she detects and will fight until killed. 


Concluding the Adventure 

Once Mozzal is defeated, the source of the slags is destroyed 
and the SkullSplitters can return to repair the forge and put 
it back into production. 

Andrar will honor his promise and will provide the PCs with 
1000 gp and a set of Hedral Dice (page 6) each. If the PCs 
are particularly flagrant with items they’ve looted from the 
forge, Andrar will gently but firmly request their return but he 
otherwise doesn’t search or press the PCs for them. 


These two alcoves linked by a short curved hallway have been 
ravaged with fire. The remnants of metal molds are half 
melted in piles all around the room. A doorway at one end of 
the room leads west (area 14) and at the opposite end of the 
room another doorway leads north (also area 14). 

PCs who succeed on a DC 14 Intelligence (Investigation) 
check will identify a d20 die mold that has remained intact 
amongst the molten remains. A successful DC 21 Strength 
check is required to wrench it free. Andrar will reward the 
PCs with 600 gp for its safe return, or it can potentially sell 
for double that price if sold illicitly to one of his competitors... 


A _it 

For Longer adventures 

If you are using this adventure as part of a larger 
campaign, Andrar can easily be used as a plot hook 
to take the PCs wherever you need them to go. 
SkullSplitter ships dice worldwide and may just be 
in the market to hire some adventurous 
bodyguards to transport some important 
shipments to the next plot-critical locale. 
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Slags 




lags are small fire elementals trapped within a 
metal coating. They resemble chitinous insects 
though with infinite variety of sharp talons and 
ragged plates depending on how their metal 
cooled Aggressive to a fault, they’re fueled by a 
fiery heart of wrath as the inner fire elemental 
lashes out in pain and confusion. 



Slag 


Small elemental (fire), chaotic neutral 


Armor Class 1 5 (metal coating) 

Hit Points 32(7d6 + 7) 

Speed 2 5ft. climb 2 5 ft. 



STR DEX CON INT 

WIS 

CHA 

12 (+1) 16 (+3) 13 (+1) 6 (-2) 

10 (+0) 

7 (-2) 


Saving Throws Str +3 
Damage Immunities Fire, Poison 
Condition Immunities Exhaustion, Paralyzed, Poisoned, 
Unconscious 

Senses darkvision 60 ft., blindsight 30 ft., passive 
Perception 10 
Languages Ingan 
Challenge 2 (450 XP) 


Burnout The slag bursts with a fiery explosion if its 
metal shell is ruptured. Whenever the slag is reduced 
to 0 or fewer hit points, any creature within 10 feet 
must make a DC 1 3 Dexterity saving throw, on a failed 
save they take 7 (2d6) fire damage or half as much on 
a successful one. 

Flash-cooled. If the slag moves at least 5 feet within 
water, is splashed in at least a gallon of water, or takes 
at least 1 5 points of cold damage from a single attack, 
it must make a DC 1 6 Constitution saving throw. On a 
failed saving throw it becomes petrified. 

Actions _ 

Liquid Metal Claw. Melee Weapon Attack: + 5 to hit, 
reach 5ft., one target. Hit 1 2 (2d8 + 3) and 4 (1 d8) 
fire damage. On a critical hit the slag drips liquid metal 
into the strike and the target takes an additional 1 2 
(2dl0) fire damage and gains the “Metal Coating” 
condition (page 3). 

Firejet Ranged Weapon Attack: + 5 to hit, range 15/30 
ft., one target. Hit 1 7 (3d8 + 3) 





























Slag Squid 

C he single largest slag to break off Mozzal, the 
“slag squid” swims the molten river using long 
trailing tentacles of burning liquid metal The 
comparison to a squid stops at the tentacles 
however, and the creature’s body resembles a 
forge with a jagged heap of roughly 
rectangular ingots surrounding a single eye of 

bright fire. 



Slag Squid 

Huge elemental (fire), chaotic neutral 


Armor Class 1 3 (metal coating) 

Hit Points 95(1 Odl 2 + 30) 

Speed swim 30 ft. 



STR DEX CON INT 

WIS 

CHA 

20 (+5) 13 (+1) 16 (+3) 6 (-2) 

10 (+0) 

7 (-2) 


Saving Throws Str +7 
Skills Perception +2, Stealth +4 
Damage Immunities Fire, Poison 
Condition Immunities Exhaustion, Paralyzed, Poisoned, 
Unconscious 

Senses darkvision 60 ft, blindsight 30 ft., passive 
Perception 10 
Languages Ingan 
Challenges (3,900 XP) 


Burnout The slag squid bursts with a fiery explosion if 
its metal shell is ruptured. Whenever the slag is 
reduced to 0 or fewer hit points, any creature within 
30 feet must make a DC 1 5 Dexterity saving throw, on 
a failed save they take 14 (4d6) fire damage or half as 
much on a successful one. 


Flash-cooled. If the slag squid moves at least 5 feet 
within water, is splashed with at least 5 gallons of 
water, or takes at least 1 5 points of cold damage from 
a single attack, it must make a DC 14 Constitution 
saving throw. On a failed saving throw it becomes 
stunned until the end of its next turn. 

Metal Camouflage. The slag squid has advantage on 
Dexterity (Stealth) checks made while submerged 
within lava or molten rivers. 

Actions _ 

Multiattack. The slag squid makes two attacks in any 
combination of liquid metal arm attacks, liquid metal 
tentacle attacks, or slagspray attacks. 

Liquid Metal Arm. Melee Weapon Attack: +1 to hit, 
reach 2 5 ft., one target. Hit 21 (4d6+7) bludgeoning 
damage and 9 (2d8) fire damage. 

Liquid Metal Tentacle. Melee Weapon Attack: +1 to hit, 
reach 30 ft., one target. Hit 14 (2d6+7) bludgeoning 
damage, 9 (2d8) fire damage and the target becomes 
grappled (escape DC 1 7). Until this grapple ends, the 
creature is restrained. The slag squid has two tentacles, 
each of which can grapple one target. 

Slagspray. Ranged Weapon Attack: +7 to hit, range 
2 5/50 ft., one target. Hit: 22 (4dl 0) fire damage and 
the target must make a DC 14 Dexterity saving throw, 
on a failed save creatures gain the “Metal Coating” 
condition (page 3). 
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Mozzal, The Iron-Wrought 



ozzal is a primal fire elemental from 
I ** deep within the heart of the world, 

I ' I wrought in the iron from its volcanic 
I veins. She has been entrapped in a 

I I molten metal prison, beached like a 

FJ 1 whale along the river’s shore. Mozzal 

now resembles a metal cocoon, strands 
and shards of metal jut out from her at odd angles, and her 
mass is a chaotic mess of constantly melting and cooling 
metal and pure elemental wrath. 



Mozzal, the Iron- 
Wrought 


Huge elemental (fire), chaotic neutral 


Armor Class 1 6 (metal coating) 



Hit Points 173(1 5dl 2+ 75) 



Speed 0 ft. 



STR DEX CON INT 

WIS 

CHA 

22 (+6) 7 (-2) 20 (+5) 12 (+1) 

1 5 (+2) 

9 (-1) 


Saving Throws Str +1 0, Con +8 
Damage Immunities Fire, Poison 
Condition Immunities Exhaustion, Paralyzed, Poisoned, 
Unconscious 

Senses darkvision 60 ft., blindsight 30 ft., passive 
Perception 1 2 
Languages Ingan 
Challenge 10 (5,900 XP) 


Burnout Mozzal bursts with a fiery explosion if her 
metal shell is ruptured and her pure elemental essence 
is released to return to the core of the world. 

Whenever Mozzal is reduced to 0 or fewer hit points, 
any creature within 10 feet must make a DC 1 3 
Dexterity saving throw, on a failed save they take 2 3 
(5d8) fire damage or half as much on a successful one. 

Flash-cooled If Mozzal is splashed with at least 5 
gallons of water, or takes at least 1 5 points of cold 
damage from a single attack, she must make a DC 14 
Constitution saving throw. On a failed saving throw she 
becomes stunned until the end of her next turn. 

Stoked Flames. Mozzal regains 10 hit points at the start 
of each of her turns. If Mozzal is splashed with at least 
5 gallons of water, or takes cold damage, this trait 
doesn’t function until the start of Mozzal’s next turn. 

Actions 


Multiattack. Mozzal makes one slagslash attack and 
either one liquid metal scythe attack or one unleash the 
fire attack. 

Liquid Metal Scythe. Melee Weapon Attack: +9 to hit, 
reach 20 ft., one target. Hit 1 7 (3d6+6) slashing 
damage, and 11 (3d6) fire damage. 

Slagslash. Melee Weapon Attack: +9 to hit, reach 10 ft., 
one target. Hit 1 7 (3d6+6) slashing damage, and 7 
(2d6) fire damage. On a critical hit Mozzal drips liquid 
metal into the strike and the target takes an additional 
12 (2d 1 0) fire damage and gains the “Metal Coating” 
condition (page 3). 

Unleash the Fire. Mozzal does her best to wrench free 
of her metal prison, temporarily scorching the area 
around her. Creatures within 1 5 feet of Mozzal must 
make a DC 1 6 Dexterity saving throw, taking 14 (3d8) 
on a failed save or half as much on a successful one. 

Legendary Actions _ 

Mozzal can take 2 legendary actions, choosing from 
the options below. Only one legendary action option 
can be used at a time and only at the end of another 
creature’s turn. Mozzal regains spent legendary actions 
at the start of her turn. 

• Molten Splash. Mozzal causes a wave of molten metal 
to spray towards a target within 1 5 feet. Creatures 
splashed in this way must make a DC 1 3 Dexterity 
saving throw, on a failed save creatures take 18 
(4d8) fire damage and gain the “Metal Coating” 
condition (page 3). 

• Shake the Foundations. Mozzal thrashes and causes 
the ground to shake. Creatures within 2 5 feet of 
Mozzal must make a DC 1 6 Dexterity saving throw, 
on a failed save creatures are knocked prone. 

• Spawn Slag (Costs 2 Actions). A fire fragment breaks 
off Mozzal and becomes a Slag in an unoccupied 
space adjacent to her. The slag attacks non- 
elemental creatures instinctually and acts on 
Mozzal’s initiative. 
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Legal Information and Open Gaming 
Licence 



Permission to copy, modify and distribute the files collectively 
known as the System Reference Document 5.1(“SRD5”) is 
granted solely through the use of the Open Gaming License, 
Version 1.0a. This material is being released using the Open 
Gaming License Version 1.0a and you should read and 
understand the terms of that license before using this 
material The text of the Open Gaming License itself is not 
Open Game Content. Instructions on using the License are 
provided within the License itself. The following items are 
designated Product Identity, as defined in Section 1(e) of the 
Open Game License Version 1.0a, and are subject to the 
conditions set forth in Section 7 of the OGL, and are not 
Open Content: Dungeons & Dragons, D&D, Player’s 
Handbook, Dungeon Master, Monster Manual, d20 System, 
Wizards of the Coast, d20 (when used as a trademark), 
Forgotten Realms, Faerun, proper names (including those 
used in the names of spells or items), places, Underdark, Red 
Wizard of Thay, the City of Union, Heroic Domains of Ysgard, 
Ever—Changing Chaos of Limbo, Windswept Depths of 
Pandemonium, Infinite Layers of the Abyss, Tarterian Depths 
of Carceri, Gray Waste of Hades, Bleak Eternity of Gehenna, 
Nine Hells of Baator, Infernal Battlefield of Acheron, 
Clockwork Nirvana of Mechanus, Peaceable Kingdoms of 
Arcadia, Seven Mounting Heavens of Celestia, Twin 
Paradises of Bytopia, Blessed Fields of Elysium, Wilderness 
of the Beastlands, Olympian Glades of Arborea,Concordant 
Domain of the Outlands, Sigil, Lady of Pain, Book of Exalted 
Deeds, Book of Vile Darkness, beholder, gauth, carrion 
crawler, tanar’ri, baatezu, displacer beast, githyanki, githzerai, 
mind flayer, illithid, umber hulk, yuan—ti. All of the rest of the 
SRD5 is Open Game Content as described in Section 1(d) of 
the License. 

The terms of the Open Gaming License Version 1.0a are as 
follows: OPEN GAME LICENSE Version 1.0a The following 
text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All 
Rights Reserved 


1. Definitions: (a)"Contributors" means the copyright and/or 
trademark owners who have contributed Open Game 
Content; (b)"Derivative Material" means copyrighted 
material including derivative works and translations 
(including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, 
improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or 
adapted;(c) "Distribute" means to reproduce, license, rent, 
lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d)"Open Game Content" means the 
game mechanic and includes the methods, procedures, 
processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and 
means any work covered by this License, including 
translations and derivative works under copyright law, but 
specifically excludes Product Identity, (e) "Product 
Identity" means product and product line names, logos 
and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or 
audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, 
personas, likenesses and special abilities; places, 
locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark 
clearly identified as Product identity by the owner of the 
Product Identity, and which specifically excludes the Open 
Game Content; (f) "Trademark" means the logos, names, 
mark, sign, motto, designs that are used by a Contributor 
to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor 
(g) "Use", "Used" or "Using" means to use, Distribute, 
copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content, (h) "You" or 
"Your" means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open 
Game Content may only be Used under and in terms of 
this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the 
License itself. No other terms or conditions may be 
applied to any Open Game Content distributed using this 
License. 


11 









3. Offer and Acceptance: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to 
use this License, the Contributors grant You a perpetual, 
worldwide, royalty—free, non—exclusive license with the 
exact terms of this License to Use, the Open Game 
Content. 

5. Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the 
rights conveyed by this License. 6.Notice of License 
Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You 
are copying, modifying or distributing, and You must add 
the title, the copyright date, and the copyright holder's 
name to the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute. 

6. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, 
except as expressly licensed in another, independent 
Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or 
co—adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing Open 
Game Content except as expressly licensed in another, 
independent Agreement with the owner of such 
Trademark or Registered Trademark. The use of any 
Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open 
Game Content shall retain all rights, title and interest in 
and to that Product Identity. 

7. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you 
are distributing are Open Game Content. 

8. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may 
use any authorized version of this License to copy, modify 
and distribute any Open Game Content originally 
distributed under any version of this License. 

9. Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You 
Distribute. 

10. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so. 

11. Inability to Comply: If it is impossible for You to comply 
with any of the terms of this License with respect to some 
or all of the Open Game Content due to statute, judicial 
order, or governmental regulation then You may not Use 
any Open Game Material so affected. 



Termination: This License will terminate automatically if 
You fail to comply with all terms herein and fail to cure 
such breach within 30 days of becoming aware of the 
breach. All sublicenses shall survive the termination of 
this License. 

14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to 
the extent necessary to make it enforceable. 

15. COPYRIGHT NOTICE Open Game License v 1.0a 
Copyright 2000, Wizards of the Coast, LLC. System 
Reference Document 5.1 Copyright 2016, Wizards of the 
Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris 
Perkins, Rodney Thompson, Peter Lee, James Wyatt, 
Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and 
Steve Townshend, based on original material by E. Gary 
Gygax and Dave Arneson. END OF LICENSE 
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